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(54) GAME DEVICE, GAME PROCESSING METHOD, AND RECORDING MEDIUM 



(57) A game apparatus requiring certain operations 
of a player within a time limit which displays a first win- 
dow (W1) for a period of time within a first time limit 
(TM1), displays a second window (W2) for a period of 
time within a second time limit (TM2) separate from the 
first time limit (TM1), and displays at least once the 
aforementioned first window (W1) during the second 
time limit (TM2). 
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Description 
TECHNICAL FIELD 

5 [0001 ] The present invention relates to a video game apparatus, and more particularly to an improvement to adven- 
ture games, wherein the game scenario (corresponding to a movie script, with scene development and lines for each 
scene of the game) changes according to a player's actions. 

BACKGROUND ART 

10 

[0002] With a game apparatus for adventure games, the game scenario changes according to a player's actions. 
[0003] These game apparatuses display a frame (window) listing a plurality of choices, whereby the player's intent is 
transmitted to the game apparatus during the game. The player selects the desired choice from among the choices 
listed in this choice window using an input apparatus such as a mouse or game pad. The game apparatus reflects this 
is choice in game points and changes the scenario according to the choice. However, as players grow accustomed to 
such games, they lose interest even in new games. For this reason, the game industry must add new interest to these 
adventure games. 

(0004] It becomes difficult to give the player a sense of speed and suspense, especially when keeping the simple for- 
mat of displaying the choice window for the player to select a choice. 
20 [0005] This becomes a factor in games quickly losing popularity. 

DISCLOSURE OF THE INVENTION 

[0006] It is an object of the present invention to provide a game with new interest added to an adventure game. 
25 [0007] In other words, it is an object of the present invention to provide a game which can transmit a greater sense of 
tension to a player, than was possible before, by setting up double time limits. 

[0008] It is another object of the present invention to provide a game which can transmit a greater sense of tension 
to a player, than was possible before, by setting up time limits for player operations, and also by changing at successive 
intervals the possible actions of the player as time passes. 
30 [0009] It is another object of the present invention to provide a game which can transmit a greater sense of tension 
to a player, than was possible before, by setting up time limits for player operations and making the player search for 
something during the time limit. 

[0010] In order to achieve the objects discussed above, the present invention is a game apparatus requiring certain 
operations of a player within a time limit, wherein a first window is displayed within a first time limit, a second window is 
35 displayed separately from the aforementioned first window within a second time limit, and the aforementioned first win- 
dow is displayed at least once during the display of the aforementioned second window. 

[0011] In another embodiment of the present invention, the following apply to each of the aforementioned first win- 
dows which is displayed at least once. The display and the aforementioned first time limit, according to the display, are 
established in advance. When a player makes a certain choice within the first time limit set by the first window or the 
40 pertinent time limit passes for the first window for one set of display contents, that display is ended. Also, if the afore- 
mentioned second time limit is not over when the display of the pertinent first window ceases, another first window is 
displayed once more. 

[0012] In another embodiment of the present invention, subsequent game scenarios are varied according to the 
actions of the player for the aforementioned first window, or whether those actions were not taken within the aforemen- 
45 tioned first time limit. 

[001 3] In another embodiment of the present invention, the following apply to the aforementioned second window. A 
plurality of displays and the aforementioned second time limit, according to the displays, are established in advance. 
Another second window, to be displayed next, is selected according to the actions of the player for the aforementioned 
first window and the number of first window actions taken within the second time limit. 
so [0014] In another embodiment of the present invention, the first time limit of the aforementioned first window and the 
second time limit of the aforementioned second window are displayed with an image to show the passage of time, the 
length of which changes as time passes. 

[0015] Another embodiment of the present invention is a game apparatus requiring a player to take certain actions 
within a time limit, wherein windows actionable by a player are displayed and the display mode of the windows changes 
55 gradually as time passes. 

[0016] In another embodiment of the present invention, the aforementioned window displays a plurality of choices 

which a player can select and gradually changes the choices displayed in the window as time passes. 

[001 7] Another embodiment of the present invention is a game apparatus requiring a player to take certain actions 
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within a time limit, wherein a plurality of images are displayed within a window and the game scenario is changed 
according to which image is selected by the player from among the plurality of images during the aforementioned time 
limit 

[0018] In another embodiment of the present invention, the display mode of the aforementioned window is changed 
5 as time passes. 

[001 9] In another embodiment, the images displayed in the aforementioned window are successively changed as time 
passes. 

[0020] In another embodiment, the time limit for the aforementioned window is shown with an image to show the pas- 
sage of time, the length of which changes as time passes and which is located along the edge of the window. 
io [0021] The present invention is also a game processing method which comprising the embodiments and constitution 
discussed above. 

[0022] Also, the present invention is a recording medium comprising the embodiments and constitution discussed 
above. 

is BRIEF DESCRIPTION OF THE DRAWINGS 
[0023] 

Figure 1 is a block diagram of the game apparatus relating to the present invention; 
20 Figure 2 is a flow chart for explaining the processing of a first embodiment of the present invention; 
Figure 3 is an example of the screen layout of an embodiment of the present invention; 
Figure 4 is an example of the screen when a first timer TM1 has timed out; 
Figure 5 is an example of the screen when a second timer TM2 has timed out; 

Figure 6 is a diagram to explain the display of a window of choices for a game stage of a first example of the first 
25 embodiment; 

Figure 7 is a diagram to explain the display of a window of choices for a game stage of a second example of the 
first embodiment; 

Figure 8 is a flow chart to explain the processing in a second embodiment of the present invention; 
Figure 9 is a diagram to explain the means of changing the choices for the second embodiment; 
30 Figure 10 is a diagram to explain the display of a window of choices tor a game stage of a first example of the sec- 
ond embodiment; 

Figure 11 is a diagram to explain the display of a window of choices for a game stage of a second example of the 
second embodiment; 

Figure 12 is a diagram to explain the display of a window of choices for a game stage of a third example of the sec- 
35 ond embodiment; 

Figure 13 is a flow chart to explain the processing in a third embodiment of the present invention; and 
Figure 14 shows an example or the cursor display for the stage window of the third embodiment. 

BEST MODE FOR CARRYING OUT THE INVENTION 

40 

[0024] Next, the best modes for carrying out the invention are explained with reference to the figures. 
First embodiment 

45 [0025] The first embodiment of the present invention relates to an adventure game with double time limits. 
Constitution 

[0026] As shown in Figure 1 , the game apparatus relating to the first embodiment comprises the following: CPU block 
so 1 0 for controlling the entire apparatus, video block 1 1 for controlling the display on the game screen, sound block 1 2 for 
generating sound effects or the like, and subsystem 13 for reading a CD-ROM 1 . This game apparatus operates accord- 
ing to the flow chart in Figure 2 as the CPU block 10 executes a program read from the CD-ROM 1 . 

Constitution of CP U block 

55 

[0027] The CPU block comprises an SCU (system control unit) 100, main CPU 101, RAM 102, ROM 103, sub-CPU 
104, CPU bus 105. and the like. 

[0028] The main CPU 101 is provided a DSP (digital signal processor) therein and is constituted to be able to execute 
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high speed processing based on program data transferred from the CD-ROM 1 . 

[0029] The RAM 1 02 is constituted to be able to be used as a work area for MPEG images and program data of the 
application software read from the CD-ROM 1 and as an error correction data cache during CD-ROM decoding. The 
ROM 103 is constituted to be able to store initial program data for initialization processing of the apparatus. The SCU 
5 100 is constituted to be able to control the transfer of data by means of the buses 105. 106. Also, the SCU 100 is pro- 
vided a DMA controller therein and is constituted to be able to transport image data, necessary for game execution, to 
the VRAM within the video block 1 1 . 

[0030] The mouse 2b and pad 2c are constituted to be able to generate operation signals on the basis of player oper- 
ations. The sub-CPU 104 is called an SMPC {System Manager & Peripheral Control) and is constituted to be able to 
10 acquire operation signals by means of the connector 2a and cord 2d from the mouse 2b upon request from the main 
CPU 101. Moreover, the operation signals may be transported to the sub-CPU 104 by wireless communication, such 
as a remote control, instead of the cord 2d. 

Constitution of video block 

15 

[0031] The video block 1 1 comprises a VDP (video display processor) 120, VRAM 121, and frame buffers 122, 123. 
[0032] The VDP 120 is constituted to be able to alter images based on texture data on the basis of draw commands 
stored in VRAM 121 , generate image data based on non-texture data such as polygons, perform color calculations of 
shadows, shading and the like, and write the image data generated to the frame buffers 122. 123. 
20 [0033] The VDP 1 30 is constituted to be able to carry out image processing such as the following and to store display 
image data in memory 132: backside processing such as clipping and display priority processes, motion processing, 
enlarge-shrink, rotation, and mosaic processing, processing to create shadows, and window processing to establish 
choice windows, on the basis of image data stored in the frame buffers 122. 123. 

[0034] VRAM 121 is constituted to be able to store draw commands transmitted from the main CPU 101 by means of 
25 SCU 100. 

[0035] The frame buffers-122, 123 are constituted to be able to store image data generated by VDP 120. 

[0036] The memory 1 32 is constituted to be able to store image data for drawing from the VDP 130 and output the 

image data to the encoder 160. 

[0037] The encoder 160 is constituted to be able to convert image data for drawing stored in memory 132 to a video 
30 signal format, perform D/A conversion of the image data, and supply the converted image data to the monitor apparatus 
5. 

[0038] The monitor apparatus 5 is constituted to be able to display images based on the video signal supplied. 
Constitution of other blocks 

35 

[0039] The sound block 1 2 comprises a DSP 1 40 and CPU 141. 

[0040] The DSP 140 is constituted to be able to synthesize voices according to a PCM system or FM system and 
output the voice data generated to a D/A converter 170. The CPU 141 is constituted to be able to control the DSP 140 
on the basis of commands supplied from the CPU block 10. The D/A converter 170 is constituted to be able to convert 
40 the voice data generated by the DSP 140 to a two-channel signal and supply this signal to speakers 5a and 5b. 

[0041] The subsystem 13 comprises a CD-ROM drive and is constituted to be able to read the image data and pro- 
gram data of the application software from the CD-ROM 1 and supply this data to the CPU block 10. 

Operation 

45 

[0042] Images displayed with the present invention are defined as follows. As shown in Figure 3, a screen D displayed 
on the CRT cathode ray tube of the monitor apparatus 5 comprises three windows W1, W2, and W3 and a background 
region exclusive therefrom. 

[0043] One or more choices (Choices A, B, and C in this figure) are listed and displayed in the choice window W1 . 
so The image of the game stage is displayed in the stage window W2. Messages corresponding to the scenario of the 
game displayed in the stage window are displayed in the message window W3. 

[0044] The stage window W2 displays images set up for the current game stage. Here, "game stage" means a unit in 
the game wherein an entire scene is developed within the scenario of the game. The entire game is made up of one or 
more game stages. TTie scenario is constructed so that one game stage is connected to the next game stage. Depend- 
55 ing on the scenario, the choice window W1 is displayed one or more times in one game stage. 

[0045] The player oxidizes participates in the game as a protagonist in the scenario. Acting on behalf of the protago- 
nist, the player enters the world of the game and quests for the conclusion of the game, while building relationships with 
the actors in the game (characters). This mutual understanding is formed by displaying questions from the characters 
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as script lines in the message window W3, while the player indicates his/her intent by selecting choices displayed in the 
choice window W1 using the mouse or pad. When the player operates the pad or the like and selects any of the choices, 
the game stage advances to the next scenario corresponding to that choice. As the scenario progresses, other ques- 
tions are provided to the message window W3 once more and the corresponding choice window W1 is displayed. The 

5 game advances through the repetition of these steps. 

[0046] Moreover, the display of a timer, for limiting the amount of time to make a choice, is located on the edges of 
the choice window W1 and stage window W2. Whenever the choice window W1 is displayed, the display bar of the first 
timer TM1 advances from the starting point SP1 toward the ending point EP1. In this figure, the display bar of the first 
timer TM1 is moving through the current point CP1. Also, at the same time that a new game stage is displayed in the 

w stage window W2. the display bar of the second timer TM2 advances from the starting point SP2 toward the ending 
point EP2, In this figure, the display bar of the first timer TM2 is moving through the current point CP2. 
[0047] The image data for the choice window W1 . stage window W2. and message window W3 are supplied once 
from the CD-ROM 1 to the RAM 102 by the CPU 101 and are then supplied to the video block 1 1 . Also, image data for 
backside images are supplied to the video block 11 via the same path. The priority data for backside images are set 

is lower than the priority data for the choice window, and the like. The CPU 101 also supplies draw commands for display- 
ing the stage window W2, choice window W1 , and message window W3 to the video block 1 1 . Also, priority data higher 
than the priority data for the message window W3 are established for the choice window W1 and are supplied to the 
video block 11. 

[0046] The VDP 1 20 of the video block 1 1 displays the stage window W2, choice window W1 , and message window 
20 W3 on the basis of the draw command. After drawing the backside image in memory 1 32, the VDP 1 30 supplies image 
data to display the choice window W1 with higher priority data than that of the stage window W2 to the memory 1 32 on 
the basis of priority data. As a result, when the choice window is displayed, the choice window W1 is displayed in front 
and is not hidden by the stage window W2. 

[0049] Also, the CPU 101 monitors the time from the start of the game stage on the basis of the timer function of the 
25 SCU 100. The CPU 101 supplies the draw command, for displaying the display bar of the second timer TM2 corre- 
sponding to the passage of time from the start, to the video block 1 1 . The display bar of the second timer TM2, which 
changes over time from the stage beginning, is thereby displayed along the edge of the stage window. Meanwhile, for 
the time over which the choice window is displayed, the CPU 1 01 monitors the time from the start of choice window dis- 
play on the basis of the timer function of the SCU 100. The CPU 101 supplies the draw command, for displaying the 
30 display bar of the first timer TM1 corresponding to the passage of time from the start, to the video block 1 1 . The display 
bar of the first timer TM1, which changes over time from the start of choice window W1 display, is thereby displayed 
along the edge of the stage window W2. 

Explanation of operation 

35 

[0050] Next, the operation of the first embodiment is explained. The game of the embodiment comprises a plurality of 
game stages. 

[0051 ] The following explanation covers one game stage, from start to finish, with reference to Figure 2. 
[0052] Step S1 : The stage image is displayed in the stage window W2. 
40 [0053] At the same time, the second timer TM2 is started. At the same time that the second timer TM2 is started, the 
second timer display bar grows from the starting point SP2 on the outer edge of the stage window W2 as time passes. 
The speed of the second timer TM2 is set so that the display bar extends from the starting point SP2 to the ending point 
EP2 over the course of f ive minutes, for example. 

[0054] Step S2: As the scenario progresses, character messages are displayed in order in the message window W3. 

45 Until the initial choice window W1 is displayed, the number # of the choice window W1 to be displayed is zero. 

[0055] Step S3: The number # (initially zero) of the choice window W1 is displayed. In other words, in the scene where 
the scenario progresses, another character asks a question and the player as the protagonist answers, the character's 
question is displayed in the message window W3 and the choice window W1 . listing the responses thereto, is displayed. 
At the same time that the choice window W1 is displayed, the first timer TM1 is started, as shown in Figure 3. When the 

so first timer TM1 is started, the display bar of the first timer extends from the starting point SP1 as time passes. The speed 
of the first timer TM1 is set so that the display bar extends from the starting point SP1 to the ending point EP1 over the 
course of ten seconds, for example. This speed setting is preferably different for each choice window W1 (in effect for 
each number #). For example, the speed is higher for a scenario wherein a player has to make a quick decision and 
oppositely, the speed is lower when the player has to make a certain choice. 

55 [0056] Step S4: It is determined whether the second timer TM2 has zero time remaining, in other words, rf the end of 
the display bar has reached the ending point EP2. If it has reached the ending point EP2 (S4. YES), the process 
advances to time out processing (S1 1) for the stage. So long as it has not reached the ending point EP2 (S4. NO), the 
process advances to Step S5. 
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[0057] Step S5: It is determined whether a choice in the choice window W1 has been selected. The player selects a 
choice using the mouse or pad by moving the cursor (arrow or the like) to the desired choice and clicking the mouse or 
pressing the specified button on the pad. 

[0058] Step S6: If a choice has been selected (S5. YES), the game scenario is altered according to that choice. For 
5 example, this changes the feeling of goodwill of another character for the protagonist, or changes the number of game 
points (score or the like). Once the processing corresponding to the choice is complete, this choice window W1 is 
closed. 

[0059] Step S7: If a choice was not made (S5. NO), it is determined whether the first timer TM1 has zero time remain- 
ing, 

10 [0060] specifically, whether the display bar has reached the ending point EP1 , 

[0061] Step S8: If the display bar at the first timer TM1 has reached the ending point EP1 (S7. YES), time out process- 
ing is carried out. As shown in Figure 4, for example, an image, such as smoke SM blowing out from the ending point 
EP1 at the first timer TM1 , is displayed to show that the process has timed out. 
[0062] Afterwards, the choice window W1 is closed. 

is [0063] In the present invention, timing out is treated in the same way as the selection of a choice. In effect this is 
choosing "to choose none of the available choices." This selection is a passive choice and may result in other charac- 
ters having less goodwill for the protagonist or a loss of game points. 

[0064] Step S9: If the display bar of the first timer TM1 has not reached the ending point EP1 (S7. NO), it is again 
determined whether the second timer TM2 has reached the ending point EP2. 

20 [0065] K the display bar of the second timer TM2 has not reached the ending point EP2, steps S5-S9 are repeated, 
in effect, these processes are repeated until a choice is made (S5. YES), or until the first timer TM1 times out (S7. YES). 
[0066] Step S10: Stage time out processing is carried out if the display bar of the second timer TM2 has reached the 
ending point EP2. or in effect, if it has timed out (S9. YES). The player is informed of the timing out as shown in Figure 
5. for example, where an image, such as smoke SM emitting from near the ending point EP2 of the second timer TM2, 

25 is displayed to represent timing out. Next, game points or goodwill from other characters are established according to 
the choice windows displayed in this stage or what chances were made in the choice windows and the scenario of the 
next game stage is varied accordingly. In addition to scenario changes, the next game stage displayed may also be 
changed depending on the game points or goodwill. 

[0067] Step S1 1 : As a result of the choice processing (S6). the number # of the next choice window W1 is established 
30 when one choice window is closed or when the first timer TM1 times out (S8). When the number # is established, the 
next choice window W1 is displayed in Step S3. In effect, new choice windows W1 are selected and displayed in order 
(S3) so long as the second timer TM2 has not timed out. 

Embodiment 1 

35 

[0068] An example is used for better understanding of the first embodiment. 

[0069] The first example relates to a scenario wherein the player, as the protagonist, asks a girl, who is another char- 
acter, out on a date. 

[0070] Scenario of the game stage: The protagonist wants to ask a girl, who is another character, out on a date, so 
40 he has to win her over. However, he only has five minutes to talk to her because she has something to do. The protag- 
onist has to get her attention somehow within five minutes and get her to agree to go out 

[0071 ] The game stage develops within this scenario. The time limit of the second timer is set for the five minutes that 
the protagonist can talk to the other character. Table 1 shows the other settings, such as the time limit of the first timer, 
the lines of the girl displayed in the message window, the choices (protagonist's lines) in the choice window which cor- 
45 respond thereto, the display time thereof, game points allotted to the choices, and response messages corresponding 
to the selection of the choices. 



Table 1 



50 


Choice window 


Lines in message 


Time limit for the 


Choices (lines of 


Points for choices 


Lines (girl's) in 


55 


number 


window (girl) 


first timer for the 
choice window 


protagonist) 




message win- 
dow correspond- 
ing to the 
choices 
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Table 1 (continued) 



Choice window 1 


Well, OK. But IVe 
only got f ive 
minutes 1 / 


10 sec. 


You're looking 
great) 


+2 


Oh, why thank 
you! 


What's with your 
hair? 


-5 


You are so rude! 


Choice window 2 


(was going to 
Asakusa to see a 
movie, interested 

9 


15 seconds 


I like those 
samurai films. 


-1 


Oh? I'll pass on 
that. 


I like those 
"chick films". 


+3 


Really? Me too! 



[0072J In the first example, the time limit (second timer) for the game stage is set at five minutes as shown in Figure 
6. During that period, choice windows 1 -5, having a plurality of different time limits (first timer), are displayed. The speed 
of the player's response determines how far he gets through the sequence of choice windows. 
[0073] Table 1 illustrates the contents of choice windows 1 and 2. In this way. lines corresponding to the scenario are 
displayed in the message window and corresponding lines are displayed as choices in the choice windows. The player 
can play the game with a sense of tension because he has to make his choice within the aforementioned time limits. 
Also, the game may be constructed so that when the time limit is reached without the player making a choice, lines such 
as the girl saying "Well, I've got to go now. Byel" are displayed in the message window and the player loses points. 

Embodiment 2 

[0074] In the second example of the first embodiment the scenario is changed by the selection of a choice. 
[0075] In the scenario of asking a girl on a date as shown in Figure 7, for example, the time limit of the game stage is 
set at five minutes, as above. Choice window 2 or choice window 3 is displayed next, depending on the player's choice 
in choice window 1 . When the game advances to choice window 2, the choice made in choice window 2 results in either 
the scenario of going to see a movie with the girl develops or of going shopping in the Ginza District. 
[0076] In the same way, when the game advances to choice window 3, the choice made in choice window 3 results 
in the scenario of going for a walk in the theater district together or of not going an a date. 

Advantages 

[0077] The first embodiment can provide a game which gives the player a greater sense of tension than before, 
because two time limits are established. In effect, choice windows with short time limits are successively displayed in a 
game stage with a relatively long time limit; the game therefore unfolds speedily, giving the player a greater sense of 
tensions. 

[0078] In particular, the game development can be changed by varying the time limits for the first timer according to 
the choice window. 

[0079] The scenario is changed even when the player does not make a choice in the choice window; this can add 
interest to the game. 

[0080] Also, the first embodiment can provide a very interesting game wherein the scenario changes greatly depend- 
ing on the player's responses, if the choice window displayed next changes according to the choice made in a choice 
window. 

Second embodiment 

[0081 ] The second embodiment of the present invention relates to a game apparatus wherein the choices change as 
time passes. 

Constitution 

[0082] The game apparatus in the second embodiment uses the same type of game apparatus as the first embodi- 
ment. However, the CPU block 10 operates according to the flow chart in Figure 8 by executing program data read from 
the CD-ROM 1*. Also, the screen structure displayed in the present embodiment is the same as that in the first embod- 
iment. 
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Operation 

(0083] The operation of the second embodiment is explained next. In the present embodiment, the choices in the 
choice window W1 change depending on the location of the current point CP1 of the first timer TM1 ( as shown in Figure 
5 9. Table 2 shows the relationship between the choices and the current point in this figure. 



Table 2 



Current point 


Choices in choice win- 




dow 


CP1a 


Choice A 




Choice B 




Choice C 


CP1b 


Choice A 




Choice B 


CP1c 


Choice A 




Choice D 



[0084] The aforementioned process is explained in greater detail with reference to Figures 8 and 9. This flowchart 
corresponds to changes in processing, from when one choice window W1 is displayed until the time limit is reached, in 
25 the first embodiment. 

[0085] Step S20: Initially, the choice window W1 is displayed. As shown in Table 2, choices A, B, and C are displayed. 
Once the first timer TM1 starts, the display bar of the first timer TM1 extends as time passes. H is then determined 
whether the player has selected one of the choices. If a choice has been made (S20. YES), the process advances to 
Step S24; if no choice has been made (S20. NO) the process advances to Step 21 sic. 
30 [0086] Step S24: If a choice was made (S20. YES), processing is carried out for that choice. The choice window W1 
is closed and the lines responding to that choice are displayed in the message window W3. For example, if the "speak 
out" choice was made, lines such as "What?" are displayed in the message window W3 as the response of the charac- 
ter to whom the player spoke. Afterwards, a scenario develops from the player, or rather the protagonist having spoken 
to the other character. 

35 [0087] Step S21 : When the player has not made a choice (S20. NO), it is determined whether it is time to change the 
choices. At a time some seconds from the start of the display, the initial choices are changed and then changed again 
several seconds later. This timing is established in advance for each choice window W1 and stored as part of the pro- 
gram data. Consequently, the change timing varies depending on the location of the current point CP1. Whether it is 
time to change the choices is determined for each of a plurality of choices, because the determination of whether to 

40 delete, change, or not change is made for each choice individually. 

[0088] Step S22: When it is time to change the choices (S21 . YES), choices are deleted or added, or the choices are 
changed. If the choices are changed, the process returns to Step S20. 

[0089] Step S23: When it is not time to change the choices (S21 . NO), it is determined whether a certain period of 
time has passed. 

45 [0090] This period of time corresponds to the time limit of the first timer TM1 . 

[0091] When the certain time has not passed (S21. NO), it is determined once more whether a choice was made 
(S20). 

[0092] Step S25: When a certain time has passed (S21 . YES), specifically when the display bar of the first timer TM1 
has reached the ending point EP1 and the time limit is up, time out processing is carried out tor the choice window W1 . 

so The time out processing for the choice window W1 is the display or an image of smoke or the like emitting from the dis- 
play bar (See Figure 4) once the display bar of the first timer TM1 reaches the ending point EP1 sic. 
[0093] Step S26: After the time out processing for the choice window W1 . the choice window W1 is closed. 
[0094] Step S27: Finally, the scenario of the next game stage is established according to whether some type of choice 
has been made in the choice window W1 and the player's score is calculated to show the positive feelings of the other 

55 characters for the protagonist. 
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Example 1 

[0095] An example of changing the choices in a scenario where the player, as the protagonist, calls out to a girl is 
explained as the first example of the second embodiment. 

5 [0096] As shown in Figure 10. the choice window W1 is displayed for ten seconds and the choices are changed twice 
during that period. Choices for situation 1 in that figure are displayed at the same time the choice window W1 is dis- 
played. When four seconds pass with no choice being made (S23 in Figure 8. NO), the choice B is closed and situation 
2 takes effect. When another three seconds pass with no choice, a new choice D is added for situation 3. When no 
choice is made in situation 3, the display of the choice window W1 is over (S23. NO). 

w [0097] This example is applied to a scenario where the girl is moving further away from the protagonist. Specifically, 
the girl, who is within arm's reach moves away, and the choice B is eliminated if the protagonist does not take her arm 
before she moves away. Then, the girl trips at the end of the situation 2 and as a result, the choice D, of acting as a 
"cushion" to break the girl's fall, is added in situation 3. 
[0098] In the situation 1 , choice B has a high number of game points. 

is [0099] In effect, if the protagonist chooses "to take her arm", hell get a large number of points. Likewise, in situation 
3 t a large number of game points may be set in the event of the player selecting choice D. to act as a "cushion" to protect 
the girl from harm by risking himself. The number of game points corresponds to the feelings of confidence and goodwill 
the girl has for the protagonist may contribute to the happy ending at the conclusion of the game. 
[0100] The first example can provide diverse scenario developments which give the player a sense of tension, 

20 because the choices change to match the development at the scenario. 

Example 2 

[0101] An example of changing the choices for a scenario in which the player, specifically the protagonist, is waiting 

25 for a pot to boil is explained as the second example of the second embodiment. 

[0102] As shown in Figure 11, the choices change once in the second example. Situation 1 is a scenario before the 
pot boils, in which the protagonist chooses some parboiled ingredients to cook Situation 2 is a scenario in which the 
ingredients have come to a boil. Whatever choice is made in situation 1, the choice to eat the parboiled ingredients 
reduces the number of game points; the choice to eat the boiled ingredients (vegetables) in situation 2 raises the 

30 number of game points. 

[01 03] In situation 1 , making no chance will result in a better score since the number of points drops regardless of the 
choice selected. 

[0104] Because not making a choice is an active choice, the second example can provide more interest in play since 
the player has to make a variety of decisions. 

35 

Example 3 

[01 05] An example of changing the choices in a scenario, wherein the player, specifically the protagonist experiences 
an earthquake and helps panicking characters, is explained as the third example of the second embodiment 
40 [0106] In the third example, an earthquake occurs during a scenario of the game stage; images of characters expe- 
riencing an earthquake are displayed, along with an image such as the shaking of entire stage window W2. The choices 
displayed in a choice window W1 as shown in Figure 12 undergo many changes. 

[0107] In effect, since the protagonist is in a situation of helping nearby people one after another during the earth- 
quake, the names, or the like, of the characters which he/she can help at that time are displayed as choices tor short 
45 periods of time from one to two seconds. The player quickly selects these choices and helps as many characters as 
possible within the time limit (10 seconds, for example). 

[0108] Helping many characters raises the score and the later scenarios may be changed by the characters helped. 
For example, a character who was not helped, and was killed in the earthquake, will not appear in subsequent portions 
of the game. 

so [01 09] The third example can impart a great sense of tension and speed to the player by requiring the player to make 
instant decisions since the choices are changing so quickly. 

Example 4 

55 [01 1 0] The fourth example of the present embodiment creates the effects of the present embodiment by changing the 
display mode of the choices, as well as the contents of the choices as time passes. 

[0111] For example, it is preferable that any of the choices be gradually enlarged or shrunk as time passes. In the 
case of selecting a choice with the mouse cursor pointer using a mouse or the like as in the present embodiment, the 
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ease of selection is changed for each choice, when the site of the choice is changed. In effect, as a choice becomes 
larger, that choice becomes easier to select with the mouse. As a choice becomes smaller, that choice becomes harder 
to select with the mouse. For this reason, a choice which the player is encouraged to select can be enlarged; oppositely, 
a choice which the player is discouraged from selecting can be made smaller. Also, by enlarging or reducing all the 
choices, choices can be made "easy or difficult to select as time passes", even if the contents of the choices are not 
changed. 

[01 1 2] The difficulty of the game can also be adjusted in this way. 

[01 1 3] Moreover, the same effects can be attained by darkening the display of choices, to encourage selection, and 
lightening the display of choices, to discourage selection, instead of enlarging or reducing the choices. 

Advantages 

[0114] As explained above, the second embodiment is constituted to gradually change the contents of the choices 
available to the player as time passes. As a result, this can provide a game wherein a variety of scenarios can develop 
and wherein a greater sense of tension can be provided to the scenario player sic than before. 
[01 1 5] In particular, successively changing the choices in accordance with the scenario progress can provide diverse 
scenario development as well as a sense of tension to the player. 

[01 1 6] Also, allowing "not choosing" to be an active choice diversifies the decisions required of the player and can add 
interest to the game. 

[0117] Furthermore, changing the choices in a short period of time requires quick decision-making and can provide 
a great sense of tension and speed to the player. 

[01 18] Also, changing the display of the choices as time passes can make it possible to adjust the difficulty of the 
game. 

Third embodiment 

[0119] The third embodiment of the present invention relates to a game apparatus in which the player searches for 
items within the stage window W2 within a time limit 

Constitution 

[01 20] The game apparatus in the third embodiment is the same as the game apparatus used in the first embodiment. 
The CPU block 10 operates according to the flowchart in Figure 13 by executing program data read from the CD-ROM 
1. 

[0121] In the present embodiment, the stage window W2 and message window W3 are displayed as shown in Figure 
1 4. A cursor T with a special magnifying glass shape is displayed as the cursor 

[01 22] Within the stage window W2 are displayed images of areas for the player to search, for example, an image of 
a room containing furniture and fixtures, or an image of an exterior where there are a plurality or stationary objects and 
animals. 

Operation 

[0123] Next, the operation of the third embodiment is explained with reference to Figure 13. In the present embodi- 
ment, a stage is designated as a stage to be searched. The following processes explain the operation from when the 
stage to be searched is first displayed until the end. 

[01 24] Step S30: When a new stage begins, an image of a room or an exterior to be searched is displayed in the stage 
window W2. 

[0125] At the same time, the second time TM2, as in the first embodiment, is started. 

[0126] Step S31: The display bar of the second timer TM2 begins to extend from the starting point SP2 (see Figure 
3). The player operates the cursor T using the mouse or pad and searches the image. The player clicks the mouse or 
presses buttons on the pad at suspicious-looking fixtures. The game apparatus calculates the cursor location displayed 
on the screen on the basis of location data input from the mouse or pad and displays the cursor at that location. The 
player clicks the mouse button or presses pad buttons and specifies the location indicated by the cursor at the time 
when the buttons were pressed. 

[0127] Step S32: The game apparatus is provided messages corresponding to each image as part of the program 
data. When cursor location is specrt ied, the game apparatus specifies images of items such as a desk, clock, chair, bed, 
and shelves, if the image on the indicated screen is a stage wherein a room is being searched, for example, and reads 
messages corresponding thereto and displays the messages in the message window W3. 
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[0128] Messages such as "Not there!" are displayed if items are not hidden in the indicated fixtures. Messages such 
as "Yes! You found it!" are displayed if the item is hidden therein. 

[0129] When a fixture is indicated, the situation thereof may also be displayed near the cursor. In effect, an atmos- 
phere of searching can be imparted with the actions at opening a cupboard or pulling back a curtain, 
s [0130] Step S33: It is determined whether the second timer has zero time remaining, specifically if the display bar has 
reached the ending point EP2. If it has not reached the ending point EP2 (S33. NO), the process returns to Step S31 
to continue the search. 

[0131] Step S34: If the second timer has zero time remaining during the search, specifically if the display bar has 
reached the ending point EP2 (S33. YES), time out processing for the stage is carried out. In other words, an image of 
w smoke emitting from the ending point EP1 . as in the first embodiment, is displayed and the search results are reflected 
in the player's score. Also, the subsequent game scenario may be altered depending on whether anything was found or 
if the searched-for item was found. 

Example 

15 

[01 32] The following scenario is explained as an example of the present embodiment. 

[01 33] Scenario of game stage: A girl is having a fitting for her kimono at a kimono shop. She suddenly realized that 
she left something at home, but her ride will come in three minutes. 

[01 34] She's still in the midst of her fitting, even though she wants to return home. The player, as the protagonist who 
20 has came to the shop to meet her, kindly offers to go to her place and look for her things. Once at her house, the pro- 
tagonist does not know where her things are. The protagonist then combs through the fixtures in the house. The time 
limit is the three minutes until the transportation arrives. 

[01 35] The game stage develops in the scenario discussed above. The second timer TM2 is set with the three minutes 
until the transportation arrives as the time limit. The image displayed in the stage window W2 is the interior of the girl's 
25 house. 

[0136] Moreover, a sample variation of the image displayed in the stage window W2 could be searching for items in 
the dark, with the entire image dimmed so that the player has to feel around for the the individual fixtures for them to be 
displayed. 

[0137] As noted above, the third embodiment can increase a player's sense of tension by putting a time limit on 
30 searches. 

Other variations 

[0138] The present invention is not limited to the aforementioned embodiments and a number of variations can be 
35 applied to the present invention. 

[01 39] For example, the aforementioned embodiments may be combined with each other. 

(1) Combination of first embodiment and second embodiment 

40 [0140] In the first embodiment one or more choice windows W1 (controlled with first timer) are displayed in one game 
stage (controlled with second timer). These choice windows W1 may be applied to the second embodiment. In this 
case, a time limit is applied to the entire stage. A time limit is also applied to the choice window Wt . and the display of 
that choice window W1 changes gradually as time passes. 

[0141] Consequently, this combination imposes three time limits on the player and can give the player a constant 
45 sense of tension. 

(2) Combination of second embodiment and third embodiment 

[0142] The third embodiment is a game of searching within a time limit (controlled with second timer); it is preferable 
so that time-limited elements in the second embodiment be added to the stage window W2 and the mode of display of the 
images in the stage window W2 change more and more as time passes. In such a scenario, for example, a cat is in the 
house being searched. 

[0143] This cat moves here and there as time passes, and breaks a vase among the fixtures or disappears from the 
window while carrying a plate in its mouth. As time passes, the possibility of finding the sought object becomes less and 
55 less. Also, the sense of tension is exacerbated if the lights in the room are flickering and the room is only displayed inter- 
mittently. This is further developed if the search begins in the evening: the surroundings grow dimmer during the search 
and the fixtures become harder to discern. 

[0144] Consequently, this combination can give the player a great sense of tension with the two time limits applied to 
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the search. 

(3) Combination of first embodiment and third embodiment 

5 [0145) It is preferable that the choice window W1 of the first embodiment be displayed in the midst of the search in 
the third embodiment. For example, in the search in the third embodiment, the choice window W1 is displayed from 
when the girl realizes that she's left something behind. If the correct choice is selected, the protagonist will go to her 
home to search for the item, but if the wrong choice is made, the protagonist will go and search a completely unrelated 
location. 

w [0146] Consequently, this combination can provide a sense of insecurity to the player and heighten the interest of the 
game because the search location is not necessarily correct. 

(4) Combination of first embodiment, second embodiment, and third embodiment 

is [0147] These three embodiments may be combined together. For example, the search game stage in the third embod- 
iment may include the following: a problem arises on the way from the girl to the search area and a choice window W1 , 
including an incorrect response thereto, is displayed. The problem is difficult, and if the player makes a choice slowly 
instead of quickly, as he/she would like, the choices change and the correct response may be eliminated. In this case, 
it is too late even if the correct response is understood after it disappears. The protagonist has to choose the second 

20 best option. When the response is slow, the choice window W1 itself may time out and then even the next best option 
cannot be chosen. 

[0148] Consequently, this combination can provide interesting and very complex game play by combining a plurality 
of time limits in a complex manner. 

25 INDUSTRIAL APPLICABILITY 

[0149] The present invention can add new interest to adventure games and can contribute to new developments of 
this type of game. 

[0150] Specifically, the present invention can provide a game which can give a player a greater sense of tension, 

30 because it is constituted with double time limits. 

[0151] The present invention can provide a game which can give a player a greater sense of tension, because it is 
constituted to gradually change over time the contents of the actions a player can take, along with setting time limits for 
player actions. Also, the present invention can make it possible to adjust the difficulty of a game and give the player a 
sense of tension by changing the choices over time. 

35 [0152] The present invention can provide a game which can give a player a greater sense of tension, because it is 
constituted to set time limits on player actions and to have the player search under a time limit. 

Claims 

40 1. A game apparatus, requiring certain operations of a player within a time limit, which displays one window for a 
period of time within a first time limit, displays a second window separately from said first window for a period of 
time within a second time limit, and displays at least once said first window during the display of said second win- 
dow. 

45 2. The game apparatus according to Claim 1 wherein the display contents and said first time limit according to the 
contents are set in advance for each of said first windows displayed at least once, the display is terminated for a 
first window with one content, when the player performs a certain operation within the first time limit set for the first 
window or when the first time limit expires and another first window is displayed once more if said second time limit 
has not expired when the display of the first window is terminated. 

so 

3. The game apparatus according to Claim 1 wherein the scenario of the game thereafter changes depending on the 
operation of the player for said first window or whether that operation was made within said first time limit. 

4. The game apparatus according to Claim 1 wherein a plurality of display contents and said second time limit 
55 depending on the display contents are set in advance for said second window and for a second window with one 

content, another second window to be displayed next is selected depending on the player's operation for said first 
window and on the number of first windows operated within the second time limit. 
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5. The game apparatus according to Claim 1 wherein the first time limit of said first window and the second time limit 
of said second window are displayed using an image to show the passage of time, the length of which changes as 
time passes. 

6. A game apparatus, requiring certain operations of a player within a time limit, which displays a window wherein 
operations by the player are possible and which gradually changes the display mode of the window as time passes. 

7. The game apparatus according to Claim 6. wherein said window displays a plurality of choices that can be selected 
by the user and the choices displayed in the window are gradually changed as time passes. 

8. A game apparatus, requiring certain operations of a player within a time limit, which displays a plurality of images 
in a window and which changes the game scenario depending on whether the player selects any of the plurality of 
images within said time limit. 

9. The game apparatus according to Claim 8 wherein the display mode of said window changes as time passes. 

1 0. The game apparatus according to Claim 8 wherein the images displayed in said window change gradually as time 
passes. 

11. The game apparatus according to Claim 6 or 8 wherein the time limit of said window is shown using an image to 
show the passage of time, the length of which changes as time passes, located along the edge of the window. 

12. A game processing method, requiring certain operations of a player within a time limit, which displays a f irst window 
for a period of time within a first time limit, displays a second window separately from said first window for a period 
of time within a second time limit, and displays at least once said first window during the display of said second win- 
dow. 

13. The game processing method, requiring certain operations of a player within a time limit, which displays windows 
which can be operated by a player and which gradually changes the display mode of the window as time passes. 

14. A game processing method, requiring certain operations of a player within a time limit, which displays a plurality of 
images within a window and which changes the game scenario depending on whether the player selects any of the 
plurality of images within said time limit. 

15. A recording medium, whereon is recorded a game processing program requiring certain operations of a player 
within a time limit: 

being mechanically readable by computer; and 

having recorded thereon a program causing a first window to be displayed for a period of time within a first time 
limit, causing a second window to be displayed separately from said first window for a period of time within a 
second time limit, and causing said first window to be displayed at least once during the display of said second 
window. 

16. A recording medium, whereon is recorded a game processing program requiring certain operations of a player 
within a time limit: 

being mechanically readable by computer; and 

having recorded thereon a program causing to be displayed a window operable by a player and causing the 
display mode of the window to change gradually as time passes. 

17. A recording medium, whereon is recorded a game processing program requiring certain operations of a player 
within a time limit: 

being mechanically readable by computer ; and 

having recorded thereon a program causing to be displayed a plurality of images within a window and causing 
the game scenario to change depending on whether the player selects any of the plurality of images within said 
time limit. 



13 



EP 0 913 174 A1 



FIG.1 



CPU BLOCK 10 



1 CD 






^121 


1 


•7=3 VRAM | 


1 

1 




.122 • 


I 

! „ . \ 


FRAME 


I 
1 




BUFFER 


1 




^123; 


! ^ 


FRAME 


1 
I 


L - — / 


BUFFER 


I 




SUBSYSTEM 13 



VRAM 



VIDEO BLOCK 11 



131 



MEMORY 



-SOUND 
BLOCK 12 



Ll 3 - 2 - 



D/A 
CONVERTER 



160 

J. 



ENCODER 




14 



EP 0 913 174 A1 



FIG.2 



START } 



STAGE DISPLAY ; 
START SECOND TIMER 



V 



CHOICE WINDOW — #0 



S1 



S2 



T 



1 



r 



S3 



SET NEXT 
CHOICE WINDOW* 



S11 



DISPLAY CHOICE WINDOW # ; 
START FIRST TIMER 



S4 



ZERO TIME REMAINING 
ON SECOND TIMER? 



S6 



PROCESSING 
FOR THAT CHOICE 



YES 



S8 



TIME OUT 
PROCESSING 



YES 




NO 




^S5 


SELECTION MADE ? ^> 


NO 




'ZERO TIME R£MAJNINg\ 
ON FIRST TIMER? / 


NO 


r S9 



ZERO TIME REMAINING V°J 
ON SECOND TIMER ? 



YES 



STAGE TIME OUT 
PROCESSING 



S10 



(~ GO TO NEXT STAGE PROCESSING _) 



15 



EP 0 913 174 A1 



CP2 




FIG.3 



D SCREEN 





STAGE WINDOW^ 



CHOICE WINDOW 



CHOICE A 
CHOICE B 
CHOICE C 



MESSAGE WINDOW r 




W3 



FIG.4 




{ STAGE WINDOW 



CHOICE WINDOW 

CHOICE A 
CHOICE B 
CHOICE C 




EP 0 913 174 A1 



FIG.5 



SM 



STAGE WINDOW- 



CHOICE WINDOW 

CHOICE A 
CHOICE B 
CHOICE D 



TM2 



-TM1 



MESSAGE WINDOW 



FIG.6 



GAME STAGE PROCESSING (5 MINUTES) 



CHOICE \ CHOICE * 
WINDOW 1 / j WINDOW 2 / 



CHOICE Nj CHOICE \j CHOICE 
WINDOW 3 A WINDOW 4 / 1 WINDOW 5 



17 



EP 0 913 174 A1 



FIG.7 



GAME STAGE PROCESSING (5 MINUTES) 




CHOICE \ 
WINDOW 2 __y 



GO TO MOVIE 




GO SHOPPING IN GINZA 



CHOICE 
WINDOW 3 




Nj GO FOR A WALK IN 
A THEATER (DISTRICT) 



DONTGO ON DATE 



18 



EP 0 913 174 A1 



FIG.8 



(" START CHOICE WINDOW DISPLAY ) 



YES 



< 



S20 



SELECTION MADE ? 



S21 



NO 



"V rHmr-r. WTNmow \ ^ 



S22 



CHANGED ? 



CHANGE 
CHOICES 



S23 



\ 



NO 



WITHIN CERTAIN TIME ? 



> 



YES 



S24 



PROCESSING 
FOR THAT CHOICE 



i NO 
J 



CHOICE WINDOW TIME 
OUT PROCESSING 



V 



S25 



\ 


l/~ S26 




CHOICE WINDOW 
DISPLAY ENDS 








PROCESSING DEPENDING ON RESULTS 
OF SELECTION IN CHOICE WINDOW 






( TO NEXT PROCESS 


) 



V 



S27 



19 



EP 0 913 174 A1 



FIG.9 



STAGE WINDOW 



CHOICE WINDOW 



CHOICE A 
CHOICE B 
CHOICE C 



MESSAGE WINDOW 




CHOICE WINDOW 



CHOICE A 
CHOICE B 



-TM2 
CP1a 

TM1 



C 



CP1b 
TM1 




CHOICE WINDOW 



CHOICE A 
CHOICE D 



CP1c 



-TM1 



20 



EP 0 913 174 A1 



FIG.10 



CHOICE DISPLAY PROCESSING (10 SECONDS) 



SITUATION 1 
(4 SECONDS) 



SITUATION 2 \ 
(3 SECONDS) / 



SITUATION 3 
(3 SECONDS) 



SITUATION 1 

A: CALL OUT 

B : TAKE ARM 

C : BET 500LLEGIBLE) 
ON STUMBLING 
PERSON 



SITUATION 2 

*** CHOICE B 

CLOSED *** 

A : CALL OUT 

C : BET 50(ILLEGIBLE) 
ON STUMBLING 
PERSON 



SITUATION 3 

*** CHOICE D 

DISPLAYED * * * 

A: CALL OUT 

C : BET 50(ILLEGIBLE) 

ON STUMBLING 

PERSON" 
D : CUSHION FALL 



FIG.11 



CHOICE DISPLAY PROCESSING (10 SECONDS) 



SITUATION 2 
(3 SECONDS) 



y- 



SITUATION 2 

*** CHOICE 
A.B.C CLOSED. 
CHOICE D 
DISPLAYED*** 

D : I'LL EAT 
VEGETABLES ! 



SITUATION 1 
(7 SECONDS) 



V 



SITUATION 1 

A: EAT ONIONS 
B : EAT MEAT 
C: EAT TOR' 



21 



EP 0 913 174 A1 



<N 

O 
LL 



CO 

a 

O 
CO 

o 

a 
En 

o 
o 



O 
O 

G 



< - 



2 
O 

< : 
3 



< ^ 



22 



EP 0 913 174 A1 



FIG.13 

( START ) 



STAGE DISPLAY. 
START SECOND TIMER 



r 
v 



S30 



S31 



CURSOR LOCATION INPUT 



S32 



MESSAGE DISPLAY CORRESPONDING 
TO CURSOR LOCATION 



NO 



ZERO TIME REMAINING 
ON SECOND TIMER? 



S33 



YES 



STAGE TIME OUT PROCESSING 



S34 



( GO TO NEXT STAGE PROCESSING ) 



FIG.14 



T : MAGNIFYING GLASS 



STAGE WINDOW 



P o 



i MESSAGE WINDOW 
v , 



23 



EP 0 913 174 A1 



INTERNATIONAL SEARCH REPORT 


International application No. 




PCT/JP98/01844 



A. CLASSIFICATION Oh* SUBJECT MATTER 

Int. CI* H01M4/02, H01M4/04, H01M10/4Q, H01M6/00, H01M10/00 



According to International Patent Classification (IPC) or lo both national classification and IPC 
B. HKIDSSFARCimO 

Minimum documentation searched (classification system followed by classification symbols) 
Int. CI' H01M4/02, H01M4/04, H01M10/40 



Document a ii( hi searched other than minimum document iiitm to the extent thai such documents ire included in the fields searched 
Jitsuyo Shinan Koho 1926-1996 Toroku Jitsuyo Shinan Koho 1994-1998 

Kokai Jitsuyo Shinan Koho 1971-1998 Jitsuyo Shinan Toroku Koho 1996-1998 

Electronic data base consulted during the international search (name of data base ind, where practicable, search terms used) 



C DOCUMfcN'lS CONSIDIiKKU TO HK KtiiJiVANT 



Category* 


Citation of document, with indication, where appropriate, of tltc relevant passages 


Relevant to claim No. 




JP, 8-1535 15, A (Toyoda Automatic Loom Works, Ltd. ) , 




X 


June 11, 1996 (11. 06. 96), 


1, 3-5, 7 




Page 2, column 2, line 42 to page 3, column 3, 




Y 


line 28 ; Fig. 2 (Family: none) 


11-13 




JP, 8-96795, A (Matsushita Electric Industrial 




X 


Co., Ltd.), 


2, 5-7, 9 




April 12, 1996 (12. 04. 96), 




Y 


Page 4, column 5, lines 26 to 30 (Family: none) 


11, 13 




JP, 7-320788, A (Hitachi Maxell, Ltd.), 




X 


December 8, 1995 (08. 12. 95), 


1, 3-7 




Page 2, column 2, lines 4 0 to 42 ; page 3, column 4, 




Y 


line 32 to page 4, column 5, line 46 ; page 5, 


11, 13 




Table 1 ; page 6 ; Figs. 1 to 3 (Family: none) 





^ I'urthcr documents arc listed in the continuation of Box C. Q See patent family annex. 



Spccbl caicjprto ul cilcti duvumvnts: 
"A" document defining ihe eeneral Mate of the art which is not 

rniMdcml lo he of parriuilar relevance 
If earlier document but published on itr »fl« the interna nnnal riling dah- 
"I." document which may Ihimr dnshts on priority daimfs) nr which is 
uted lo establish the publication date of aontbei dtation or other 
special reason (as specified) 
O" document referrinR lo an oral disclosure, use. exhibition or other 

I*" document published prior to the international filing date bol later than 
the priority dale dainted 



"T Uler document published alter the inlemntion&l filial or priority 

date and net in uonilia with the application bar. died to understand 

the principle or theory underlying tbe invention 
~X~ document of particular relevance: the chimed invention cannot be 

considered novel «r cannot he considered » involve an Inventive step 

when the document is taken alone 
*Y~ document of punicslar relevtooe; Ibc churned invention cannot be 

considered to involve an inventive step when the doctuneat is 

combined with one or more other such documents, wen combination 

being obvious lo a person skilled in the an 
"A" document member of ihe same patent family 



Date nfihc actual ami p let ion of the international search 
August 3, 1998 (03. 08. 98) 


Dale of mailing of the international search report 

August 11, 1998 (11. 08. 98) 


Name and mailing atldrcvt of the ISA/ 

Japanese Patent Office 

Facsimile No. 


Authorized officer 
Telephone No. 



Form PCT/ISAtflO ( second scheel)(July 1992) 



24 



